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FIRST CIRCLE T’'SKRANG BOATMAN 


“My job as a Boatman is to protect the riverboat, the key to caring for and protecting my people and 
my niall. Most think that protection is only in the now, like an adventurer who saves a child from 
immediate danger. But if that child hungers because no one cares for it afterwards, and will starve 
to its death, did the adventurer really save it? The Serpent River gives us all the water, food, and 
even shelter that we will ever need. But just because the food is there, it does not ensure our 
survival. I must go catch the fish that will feed our people. I must collect goods to sell at ports. 
And the only way to get to port and the best fishing spots is with a sturdy riverboat. 

“Just getting the money and fish for our people and niall is not enough, however. The return home 
is often even more difficult than the journey to port. Some nialls refuse to survive through honest 
hard work and turn to piracy instead, stealing the fruits of labor from others. On the return 
home, protecting the cargo becomes as important as defending the riverboat itself. I must suc- 
ceed at this journey every year, so that my niall and my people will continue to thrive.” 


APPENDIX 


DEX (17):7 STR (13): 6 TOU (13): 6 

PER (13): 6 WIL (11): 5 CHA (16): 7 

Initiative: 7 Physical Defense:9 Death: 35 Recovery Tests: 2 
Physical Armor: 5 Spell Defense: 7 Unconsciousness: 27 Knockdown: 6 
Mystic Armor: 1 Social Defense: 9 Wound Threshold: 9 Movement: 6 


Karma Points: 4/4 

Boatman Talents: Avoid Blow (1): 8, Climbing? (1): 8, Karma Ritual (1): 1, Melee Weapons” (1): 8, Pilot Boat P (2): 8, Swimming P (2): 8 
P Discipline talent / Requires Karma 

Skills: Creature Lore * (2): 8, Fishing (2): 8, Maneuver (2): 9, Read/Write Language (2): 8— (Dwarf /Throalic, T’skrang), 
Speak Language (2): 8—(Dwarf/Throalic, T’skrang), Storytelling “ (2): 9, Throwing Weapons (2): 9 

4 Artisan skill; KKnowledge skill 

Armor: Padded Leather (Phys 4), Buckler (Phys 1; Deflect 1/0, Shatter 17) 

Weapons: Flowing Blade (Damage 11), Dagger (Damage 8), Spear (Damage 10) 

Weapon Ranges: Dagger/Spear 10-20 yards/5-10 hexes 

Equipment: Adventurer’s Kit, Fishing Kit, Trail Rations (1 week), Traveler’s Garb 

Loot: 2 silver and 2 gold pieces 

Notes: Has the Tail Combat racial ability 


“FIRST CIRCLE VORST HORROR STALKER 


“The Horrors tried to kill my people. They breached Kaer Vorst and tried to kill us to the last 
man, woman, and child. But we were too strong to die in that hole. We fought back and defeated 
the Horrors that tried to end us forever. We promised ourselves that we would never be that 
weak again. We developed the weapons and tools we would need to defeat our enemies for good. 

“Now the tables have turned. The hunted becomes the hunter. I will kill every last undead, 
construct, and Horror that I see. I will give the release of death to those turned and corrupted 
by the Horrors. And as for the Horrors, I will do to them what they tried to do to my people: 
make them extinct from this world. If I should fail, another will pick up my sword and 
complete the task.” 


DEX (13): 6 STR (12): 5 TOU (13): 6 

PER (16): 7 WIL (16): 7 CHA (9): 4 

Initiative: 5 Physical Defense: 7 Death: 35 Recovery Tests: 2 
Physical Armor: 6 Spell Defense: 9 Unconsciousness: 27 Knockdown: 5 
Mystic Armor: 3 Social Defense: 6 Wound Threshold: 9 Movement: 6 


Karma Points: 5/5 

Horror Stalker Talents: Astral Sight P (1): 8, Call of Harrow ° (1): 8, Karma Ritual? (1): 1, 
Melee Weapons P (2): 8, Silent Walk (2): 8, Steel Thought ? (1): 8, Versatility (0) 

P Discipline talent / Requires Karma 

Skills: Read/Write Language (2): 9— (Dwarf /Throalic, Human/Vorst), Scarification “ (2): 6, 
Speak Language (2): 9— (Dwarf/Throalic, Human/Vorst), Tactics (2): 9, Throwing Weapons (2): 8, 
Vorst History * (2): 9, Wilderness Survival (2): 9 

4 Artisan skill; “Knowledge skill 


Armor: Hide (Phys 5; Myst 1; Init 1), Buckler (Phys 1; Deflect 1/0; Shatter 17) 


Weapons: Vorst Short Sword (Damage 9), Dagger (Damage 7) 
Weapon Ranges: Dagger 10-20 yards/S—10 hexes 


Equipment: Adventurer’s Kit, Trail Rations (1 week), Traveler's Garb 
Loot: 2 copper, 7 silver, and 1 gold pieces 
Notes: Has the human Versatility racial ability. 
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FIRST CIRCLE HUMAN JOURNCYMAN 


“So many folks limit themselves to a single point of view—how sad for them! Every one of us is 
part of the rich and varied tapestry of Barsaive, and that variety and diversity is our greatest 
strength — if only we put it to use. By walking a mile in another’s boots, I come to under- 
stand them. Your path and mine are heading in the same direction... Why don’t we 

share the road for a spell? We'll share stories and experiences, and come to know and 
understand each other. Together we will encourage the fledgling unity that Barsaive 

has so far seen to grow and prosper.” 


DEX (16): 7 STR (13): 6 TOU (15): 6 

PER (13): 6 WIL (12): 5 CHA (11): 5 

Initiative: 6 Physical Defense:9 Death: 38 Recovery Tests: 3 
Physical Armor: 5 Spell Defense: 7 Unconsciousness: 30 Knockdown: 6 
Mystic Armor: 1 Social Defense: 7 Wound Threshold: 10 Movement: 6 


Karma Points: 5/5 

Journeyman Talents: Claw Shape (1): 7, Karma Ritual (1): 1, Missile Weapons (1): 8, 
Silent Walk (1): 8, Tracking (2): 8, Unarmed Combat (2): 9 

? Discipline talent / Requires Karma 

Skills: Creature Lore ¥ (2): 8, Hunting (2): 9. Melee Weapons (2): 9, Read/Write Language (2): 8— (Dwarf /Throalic, 
Human), Speak Language (2): 8—(Dwarf/Throalic, Human), Wilderness Survival (2): 8, Wood Carving “ (2): 7 

4 Artisan skill; “Knowledge skill 

Armor: Hardened Leather (Phys 5; Init 1) 

Weapons: Dagger (Damage 8), Longbow (Damage 10), Quiver (20 arrows) 

Weapon Ranges: Dagger 10-20 yards/S—10 hexes, Longbow 40-80 yards/20—40 hexes 


Equipment: Adventurer’s Kit, Carving Tools, Trail Rations (1 week), Traveler’s Garb 


Loot: 1 silver piece 


Notes: Because of the unique nature of his Discipline, the adept does not have access to the human racial ability of Versatility. 


FIRST CIRCLE ORK LIBERATOR 


“I will continue the legacy of Hrak Gron. My gahad will always burn brightly for Blork! Slavery will 
not end until the Theran Empire falls, and perhaps the trollmoots as well. Yes, the trollmoots, as 
newot is just another Name for slave. We Liberators do not have the power to stop either Thera 
or the trolls on our own, however. I can only hope that one day, the Nation of Cara Fahd will find 
the strength to bring an end to the Theran Empire; and one day the trolls realize how much the 
newot practice makes them the same as their most hated enemies, or they are all defeated as Ust- 
rect was defeated. Until that day comes, I will do my best to help those cruelly enslaved by Thera 
and the trolls. 

‘Twill track and hunt slavers without mercy. I will raid the caravans and camps of slavers, but 
not for money as other orks. The cargo of a slave caravan is more precious than gold; each life 
Ican save from slavery and oppression is priceless. Saving them is not enough though; I must 
return them to their interrupted lives. Seeing the joy on the faces of reunited family members 
and friends is more than worth the dangerous task of rescuing them.” 


DEX (16): 7 STR (13): 6 TOU (14): 6 

PER (10): 5 WIL (15): 6 CHA (10): 5 

Initiative: 7 Physical Defense:9 Death: 36 Recovery Tests: 3 
Physical Armor: 4 Spell Defense: 6 Unconsciousness: 28 Knockdown: 6 
Mystic Armor: 2 Social Defense: 6 Wound Threshold: 10 Movement: 6 


Karma Points: 5/5 Se | 
Liberator Talents: Avoid Blow (1): 8, Freedom Search P (2): 7, Karma Ritual (1): 1, Lock Picking” (1): 8, Melee Weapons? (1): 8, Shackle Shrug ? (2): 9 | 
? Discipline talent / Requires Karma ~# 
Skills: Acting “ (2): 7, Avoid Blow (2): 9, Climbing (2): 9, Read/Write Language (2): 7— (Dwarf /Throalic, Or’zet), 

Speak Language (2): 7—(Dwarf/Throalic, Or’zet), Tracking (2): 7, Twilight Peaks History * (2): 7, Unarmed Combat (2): 9 
4 Artisan skill; KKnowledge skill 

Armor: Leather (Phys 3), Buckler (Phys 1; Deflect 1/0; Shatter 17) 


Weapons: Mace (Damage 10), Dagger (Damage 8) 
Weapon Ranges: Dagger 10-20 yards/S-10 hexes % " i 


Equipment: Adventurer Kit, Climbing Kit, Traveler’s Garb, Trail Rations (2 weeks), Water Skin 
Loot: 8 copper, 3 silver, and 1 gold pieces sat 
Notes: Has the ork Gahad and Low-Light Vision racial abilities. 
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FIRST CIRCLE €LF MessSeNGeR 


“Yes, Iam the Messenger! Were you expecting an obsidiman? Sure, they are reliable, but they are also 
slow. I am swift and nimble and able to avoid obstructions with ease. And although I am no troll, 
Iam no stranger to honor. My word is my bond and if I give it, the message will get through. 

I certainly won't get inquisitive about the contents or the people for whom I deliver messages 

for, like those dwarfs. I simply enjoy traveling throughout the land of Barsaive and I can 
provide a valuable service while I travel. 

“That said, I do have some abilities that separate me from other Messengers. I know the ins 
and outs of the city and I especially know how to handle social functions. You need a message 
delivered discreetly in the middle of a ballroom dance? I'll deliver it with grace and style. 

I'd like to see an obsidiman do that!” 


APPENDIX 


DEX (16): 7 STR (10): 5 TOU (10): 5 

PER (17):7 WIL (16): 7 CHA (13): 6 

Initiative: 7 Physical Defense:9 Death: 31 Recovery Tests: 2 
Physical Armor: $ Spell Defense: 9 Unconsciousness: 22 Knockdown: 5 
Mystic Armor: 2 Social Defense: 7 Wound Threshold: 8 Movement: 7 


Karma Points: 4/4 

Messenger Talents: Avoid Blow? (1): 8, Direction Sense P (2): 9, Karma Ritual? (1): 1, Melee Weapons (1): 8, 

Navigation P (2): 9, Speak Language (1): 8— (Human) 

P Discipline talent / Requires Karma 

Skills: Climbing (2): 9, Court Dancing * (2): 9, Dancing 4 (2): 8, Etiquette (2): 8, Read/Write Language (2): 9— (Dwarf/Throalic, Sperethiel), 
Speak Language (2): 9— (Dwarf/Throalic, Sperethiel), Streetwise (2): 9 

4 Artisan skill; “Knowledge skill 

Armor: Padded Leather (Phys 4), Buckler (Phys 1; Deflect 1/0; Shatter 17) 


Weapons: Short Sword (Damage 9), Dagger (Damage 7) 
Weapon Ranges: Dagger 10-20 yards/S—10 hexes 


Equipment: Adventurer’s Kit, Climbing Kit, Navigation Charts in Map/Scroll Case, Trail Rations (2 weeks), Traveler’s Garb, Water Skin 
Loot: S copper, 7 silver, and 1 gold pieces 
Notes: Has the elf Low-Light Vision racial ability. 
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FIRST CIRCLE TROLL OUTCAST WARRIOR 


“You see my severed horns, taunt me as kava, and judge me as a troll without honor. But what do 
you know? Iam more honorable than all of the members of my former moot. Never make the mis- 
take of judging a Namegiver by his first impression or appearance! 

“Life for an er’ka’a’ kul is never easy, but I chose this path and walk it proudly. I prove my honor 
every day, with every deed I do and every word I say. Few Namegivers try to understand 
me—and fewer again are able to do so. But those individuals that make the effort are true 
friends to me and I will do everything in my power to help them whenever necessary.” 


DEX (13): 6 STR (19): 8 TOU (15): 6 

PER (11): 5 WIL (16): 7 CHA (13): 6 

Initiative: 5 Physical Defense: 7 Death: 38 Recovery Tests: 3 
Physical Armor: 6 Spell Defense: 7 Unconsciousness: 30 Knockdown: 8 
Mystic Armor: 3 Social Defense: 7 Wound Threshold: 10 Movement: 7 


Karma Points: 3/3 


Outcast Warrior Talents: Acrobatic Strike (1): 7, Avoid Blow P (1): 7, Battle Shout P (2): 8, 
Karma Ritual (1): 1, Melee Weapons ° (2): 8, Unarmed Combat P (1): 7 

? Discipline talent / Requires Karma 

Skills: Climbing (2): 8, Crystal Carving “ (2): 8, Read/Write Language (2): 7—(Dwarf/Throalic, Troll), 
Speak Language (2): 7—(Dwarf/Throalic, Troll), Throwing Weapons (2): 8, Trollmoot History * (2): 7, 
Wilderness Survival (2): 7 

4 Artisan skill; KKnowledge skill 


Armor: Hide (Phys 5; Myst 1; Init 1), Buckler (Phys 1; Deflect 1/0; Shatter 17) 


Weapons: Broadsword (Damage 13), Crystal Troll Dagger (Damage 11), Spear (Damage 12) 
Weapon Ranges: Troll Dagger/Spear 10-20 yards/5-10 hexes 


Equipment: Adventurer’s Kit, Carving Tools, Trail Rations (1 week), Traveler's Garb 
Loot: 2 copper, S silver, and 1 gold pieces 
Notes: Has the troll Heat Sight racial ability. 
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FIRST CIRCLE OBSIDIMAN PURIFICR 


“Many Namegivers dedicate their lives to fighting the Horrors and freeing Barsaive once and for all. 
The Horrors raged across our lands for many centuries and raped the Earth in many ways. But 
how many Namegivers really care about nature and the Earth, which both really suffered during 
the Scourge? I do. 

“I vowed to heal the Earth and nature as well as to cleanse Barsaive of the Horrors’ remnants. 

I purify rivers, make poisoned fields fertile, plant new trees; I help nature to fight off what 
the Scourge did to it. It is a lonely life. I travel a lot and find most of my work in remote areas 
where only few Namegivers live. But I know it is worth the effort. There are others who think 
like me and have chosen my Discipline, but we need to become stronger, for without nature, 

Barsaive cannot continue to exist.” 


DEX (13): 6 STR (21): 8 TOU (19): 8 
PER (11): 5 WIL (12): 5 CHA (11): 5 


Initiative: 4 Physical Defense: 7 Death: 43 Recovery Tests: 3 
Physical Armor: 8 Spell Defense: 7 Unconsciousness: 35 Knockdown: 8* 
Mystic Armor: 1 Social Defense: 7 Wound Threshold: 15 Movement: 5 


Karma Points: 3/3 


* Has the Wound Balance talent 


P Discipline talent / Requires Karma 
Skills: Horror Lore ¥ (2): 7, Melee Weapons (2): 8, Read/Write Language (2): 7— (Dwarf/Throalic, Obsidiman), 

Speak Language (2): 7— (Dwarf/Throalic, Obsidiman), Stone Carving“ (2): 7, Throwing Weapons (2): 8, Wilderness Survival (2): 7 
4 Artisan skill; KKnowledge skill 


Armor: Body Shield (Phys 5; Init 2; Deflect 4/0; Shatter 21) 


Weapons: Quarterstaff (Damage 12), Stone Troll Dagger (Damage 11), Spear (Damage 12) 
Weapon Ranges: Troll Dagger/Spear 10-20 yards/5-10 hexes 


Equipment: Adventurer’s Kit, Carving Tool, Trail Rations (2 weeks), Traveler's Garb, Water Skin 
Loot: 3 copper, 7 silver, and 5 gold pieces 
Notes: Has the obsidiman Increased Wound Threshold and Natural Armor racial abilities. 
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FIRST CIRCLE CATHAN SHAMAN 


‘Tam tulan or Shaman as you say. I very important in my family or, as you say, tribe. When the gitta came, 
we went into the roots of c'athe to flee. During little death, it was ancestors who used Shamanism to seal 
the entrances to earth, to grow food, and light way in the dark. When we awoke to true life, ancestors 
taught the people the ways of the c’athe again, as master taught me in turn. I learned all to know 
about home c’athe, but master say I know nothing. He say he fierce like skeorx mother protecting 
whole family. I skeorx cub—may know lot about c'athe, but nothing of world. Now I bigger, time 
to fly first time like jungle griffin baby and leave nest of Servos and family. 

“So I leave for big land of Barsaive. I explore plain by wagon and foots, sea by raft, and sky by air 
canoe. I talk to people who live on land, sea, and air, and observe natural world outside of home. 
As my understanding grow, I master nature magics and learn even more from nature spirits. After 
learning all I can, I return to family as elder tulan, protect family, and teach younglings our ways.” 


DEX (14): 6 STR (9): 4 TOU (14): 6 

PER (16): 7 WIL (16): 7 CHA (9): 4 

Initiative: 6 Physical Defense: 8 Death: 36 Recovery Tests: 3 
Physical Armor: 3 Spell Defense: 9 Unconsciousness: 28 Knockdown: 4 
Mystic Armor: 2 Social Defense: 6 Wound Threshold: 10 Movement: 6 


Karma Points: 5/5 
Shaman Talents: Create Fetish? (1): 8, Karma Ritual (1): 1, Spellcasting” (2): 9, Spell Fetish (1): 1, Spell Fetish (1): 1, 

Thread Weaving [Shamanism] ? (1): 8, Versatility (0): 0, Wilderness Survival > (1): 8 

P Discipline talent / Requires Karma 

Skills: Climbing (2): 8, Horror Lore ¥ (2): 9, Hunting (2): 8, Missile Weapons (2): 8, Read/Write Language (2): 9— (Dwarf/Throalic, Human/ 
Cathan), Speak Language (2): 9—(Dwarf/Throalic, Human/Cathan), Wood Carving (2): 6 

4 Artisan skill; X Knowledge skill 

Shaman Spells: Bone Dance, Crunch Climb, Earth Blend ¥, Earth Darts ¥, Plant Talk, Purify Earth, Purify Water 


F Attuned to spell fetish 
Armor: Leather (Phys 3) 


Weapons: Dagger (Damage 6), Shortbow (Damage 7). Quiver (20 shortbow arrows) 
Weapon Ranges: Dagger 10-20 yards/5-10 hexes, Shortbow 30-60 yards/15-30 hexes 


” 


~ 
Equipment: Adventurer’s Kit, Booster Potion, Carving Tools, 7 x Spell Fetishes (1 per spell), Trail Rations (1 week), Traveler’s Garb ‘ 
Loot: 3 copper, 3 silver, and 3 gold pieces % 

e 2 S2e. Notes: Has the human Versatility racial ability. ‘ 
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FIRST CIRCLE €LF SONGSMITH 


“What separates us as Namegivers from the beasts is our ability to create, and in reth’im the 
beauty of an object is just as important as the function. If art is not so precious and unique to 
us Namegivers, why is it the first thing that the Horrors’ taint takes away in their attempts to 
destroy us? A life without beautiful art and crafts is unthinkable to an elf. 

“I teach the legends and history of our people through my songs and compositions. I nurture 
the hearts and minds of elven children so that they can preserve our heritage and tradi- 
tions and teach them to the next generation. It is a difficult task, made even more so by the 
Scourge and the Schism, but it is my duty to protect the elven culture.” 


DEX (14): 6 STR (13): 6 TOU (11): 5 

PER (16):7 WIL (14): 6 CHA (16):7 

Initiative: 6 Physical Defense: 8 Death: 32 Recovery Tests: 2 
Physical Armor: 5 Spell Defense: 9 Unconsciousness: 24 Knockdown: 6 
Mystic Armor: 2 Social Defense: 9 Wound Threshold: 8 Movement: 7 


Karma Points: 4/4 
Songsmith Talents: Emotion Song P (1): 8, Evaluate P (1): 8, First Impression P (1): 8, 
Karma Ritual (1): 1, Melee Weapons (2): 8, Performance P (2): 9 


P Discipline talent / Requires Karma 


APPENDIX 


Skills: Avoid Blow (2): 8, Legends and Heroes ¥ (2): 9, Music [Instrument] “ (2): 9, Read/Write Language (2): 9—(Dwarf/Throalic, Sperethiel), 


Research (2): 9, Singing “ (2): 9, Speak Language (2): 9— (Dwarf/Throalic, Sperethiel) 
4 Artisan skill; “Knowledge skill 


Armor: Padded Leather (Phys 4), Buckler (Phys 1; Deflect 1/0; Shatter 17) 


Weapons: Short Sword (Damage 10), Dagger (Damage 8) 
Weapon Ranges: Dagger 10-20 yards/S-10 hexes 


Equipment: Adventurer’s Kit, Booster Potion, Musical Instrument (your choice), Trail Rations (1 week), Traveler's Garb 


Loot: 2 copper, 7 silver, and 1 gold pieces 
Notes: Has the elf Low-Light Vision racial ability. 


FIRST CIRCLE K’STULAAMI TAILDANCER 


“OhI'm sorry! Did I startle you by landing? I just can’t help myself really. I see a magnificent 
tower, mountain, or spire, and I must climb to its zenith and jump off. I can glide through the 
use of my k’stulaa, but it is not an easy process since it requires that I catch the wind or risk 

falling to the earth. But this makes every flight so exciting! Even if I climb the same spot, a dif- 

ference in the air can make for a new experience each time. I dance with the sky on each flight. 

“I travel Barsaive to spread the Name of the House of the Spirit Wind. Every t’skrang who 
knows of my house will bring her children of the k’stulaa to our house, so that they can be 
nurtured in a place suited for their needs. More t’skrang will in turn grow up to protect my 
house like I do. I also travel to seek challenges. Each place brings new terrain to climb and 
new winds with which to dance. With my gliding and lashing tail from above few can truly 
challenge me on the ground, which is why I prefer to dance with others who can fly. 
Windlings, with their intricate flight patterns and maneuvers, make great partners! 

Iwill perform the taildance with any worthy opponent!” 


DEX (17):7 STR (16): 7 TOU (14): 6 

PER (11): 5 WIL (11): 5 CHA (13): 6 

Initiative: 7 Physical Defense:9 Death: 36 Recovery Tests: 3 
Physical Armor: 3 Spell Defense: 7 Unconsciousness: 28 Knockdown: 7* 
Mystic Armor: 1 Spell Defense: 7 Wound Threshold: 10 Movement: 6 


Karma Points: 4/4 * Knows the Wound Balance talent 


Taildancer Talents: Acrobatic Strike P (1): 8, Avoid Blow (1): 8, Karma Ritual? (1): 1, Melee Weapons? (2): 9, Unarmed Combat ? (2): 9, 


Wound Balance (1): 8 


P Discipline talent / Requires Karma 


Skills: Climbing (2): 9, Creature Lore * (2): 7, Dancing (2): 8, Gliding (2): 9, Read/Write Language (2): 7— (Dwarf/Throalic, 
T’skrang/K’stulaami), Speak Language (2): 7—(Dwarf/Throalic, T’skrang/K’stulaami), Taunt (2): 8 


4 Artisan skill; “Knowledge skill 

Armor: Leather (Phys 3) 

Weapons: Ch’tard Thorn (Damage 9), Dagger (Damage 9) 

Weapon Ranges: Dagger 10-20 yards/S—10 hexes 

Equipment: Adventurer’s Kit, Climbing Kit, Trail Rations (1 week), Traveler’s Garb 
Loot: 6 silver and 3 gold pieces 

Notes: Has the t’skrang Tail Combat racial ability. 
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FIRST CIRCLE DWARF TRAVELED SCHOLAR 


“Why is it that non-dwarf Namegivers are always so bothered by a few questions? If you never ask ques- 
tions, how will you find answers? Most of you act like we know all there is to know, just because the 
Great Library of Throal is at our fingertips for a few paltry silver pieces. I know the entrance fee is 
prohibitive to the poorest folk, but the knowledge the library contains truly is priceless. Adven- 
turers often risk everything on the information found in there. However, they sometimes make 
the mistake of trusting sources, even pre-Scourge sources, word for word—mistakes that often 
cost lives. The fact is that Barsaive has changed since those words were written to parchment. 
Barsaive awaits rediscovery and just about every pre-Scourge document in the library needs 
to be checked for accuracy against the present reality. The hazards of the journey are great, as 
Barsaive is dangerous and the Horrors still linger here. The knowledge that we return with is 
important, as this new information may save the lives of other adventurers like you some day.” 


DEX (11): 5 STR (12): 5 TOU (13): 6 

PER (16): 7 WIL (14): 6 CHA (15): 6 

Initiative: 5 Physical Defense: 7 Death: 35 Recovery Tests: 2 
Physical Armor: 5 Spell Defense: 9 Unconsciousness: 27 Knockdown: 5 
Mystic Armor: 2 Social Defense: 8 Wound Threshold: 9 Movement: 5 
Karma Points: 4/4 


Traveled Scholar Talents: Item History P (2): 9, Karma Ritual (1): 1, Read/Write Language P (1): 8—(Or’zet), Research 

P (2): 9, Search (1): 8, Speak Language P (1): 8—(Or’zet) 

? Discipline talent / Requires Karma 

Skills: Calligraphy 4 (2): 8, Conversation (2): 8, Read/Write Language (2): 9—(Dwarf/Throalic, Sperethiel), Scourge History * (2): 9, 
Speak Language (2): 9—(Dwarf/Throalic, Sperethiel), Streetwise (2): 9, Throal Politics * (2): 9 


4 Artisan skill; “Knowledge skill . 


Armor: Padded Leather (Phys 4), Buckler (Phys 1; Deflect 1/0; Shatter 17) > 
Weapons: Dwarf Sword (Damage 9), Dagger (Damage 7) ae i 


Weapon Ranges: Dagger 10-20 yards/5-10 hexes 

Equipment: Adventurer’s Kit, Painting Tools, Trail Rations (2 weeks), Traveler’s Garb (w/Embroidered Robe), Water Skin, Writing Kit 
Loot: 1 copper, 7 silver, and 3 gold pieces x 
Notes: Has the dwarf Heat Sight racial ability. 44 


FIRST CIRCLE WINDIING WINDDANCER 


“See? Watch closely so you can capture what I’m saying. No, not what I’m speaking. You have to look 
beyond my words to see what I’m really telling you. Someone once said ‘a dancer paints a thousand 
words on the canvas of her audience.’ Wise words. That was probably a Wind-dancer. 
Ican tell you more with my movements than a book can. Watch this. Got it? Now, listen. 
Hear beyond the droning of my wings. Ah! You're getting it now aren't you? 

“There’s more to windlings than flagrant frivolity. Some of us have serious things to do. 
Did you think our society was based solely on practical jokes and fine wine? Not at all. 
We have our custodians and scholars as well. Our traditions are as important—perhaps 
more important—to us than yours are to you. Now. Watch. See the nuances? Listen closely. 
Tonal change. Inflection ... and I’m almost done. It’s a shame you don’t have wings. 

You could join me and we could dance history together.” 


DEX (11): 5 STR (6): 3 TOU (9): 4 

PER (16): 7 WIL (12): 5 CHA (19): 8 

Initiative: 5 Physical Defense:9 Death: 28 Recovery Tests: 2 
Physical Armor: 3 Spell Defense: 9 Unconsciousness: 19 Knockdown: 3 
Mystic Armor: 1 Social Defense: 10 Wound Threshold: 7 Movement: 3/8* 
Karma Points: 6/6 * Flying Movement Rate 


Winddancer Talents: Astral Sight (1): 8, Conversation ? (1): 9, Etiquette > (1): 9, Karma Ritual (1): 1, 
Melee Weapons (1): 6, Taunt ? (1): 9, Wind Dance P (2): 9 

P Discipline talent / Requires Karma 

Skills: Barsaive History * (2): 9, Buzz (2): 7, Dancing“ (2): 10, Maneuver (2): 7, Missile Weapons (2): 7, 
Read/Write Language (2): 9—(Dwarf/Throalic, Windling), Speak Language (2): 9— (Dwarf/Throalic, Windling) 
4 Artisan skill; X Knowledge skill 

Armor: Leather (Phys 3) 

Weapons: Windling Spear (Damage 5), Windling Bow (Damage 6), Quiver (20 windling bows) 

Weapon Ranges: Windling Spear 8-16 yards/4—8 hexes, Windling Bow 24-48 yards/12-24 hexes 

Equipment: Adventurer’s Kit, Booster Potion, Trail Rations (1 week),Traveler’s Garb 

Loot: 9 copper, 4 silver, and 1 gold pieces 

Notes: Has the windling Astral Sight, Flight, and Increased Physical Defense racial abilities. 
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FIRST CIRCLE WINDLING WINDMASTER 


“Catch me if you can! Hal! Is it annoying that I fly around your head all the time? I’m sure it is. But be 
assured that you’re not the first one to underestimate my magic. Indeed, isn’t what I’m doing here 
magical? I planned to distract you long enough to hit you with my poisoned spear—and it worked! 
Before you fall asleep, listen to my words; they might save you next time we cross paths. If I don’t 
come up with a different plan, that is. 

“Never act without first formulating a good plan in your mind—and a second one, just to be 
sure. Careful planning, deception, and distraction are the tools of my trade. I can’t stand 


APPENDIX 


| 
| j2 against a troll in a fight one on one, but I can distract him so that my comrades can cut him 
I pe down. Or so that he doesn’t see my real intentions. When we meet again, above all, be flex- 
| ms ible, be in motion, be a windling! Sleep well!” 
_—. DEX (17):7 STR(7):4 TOU (12): 5 
PER (11): 5 WIL (15): 6 CHA (13): 6 
| Initiative: 7 Physical Defense: 11 Death: 34 Recovery Tests: 2 
he Physical Armor: 4 Spell Defense: 7 Unconsciousness: 26 Knockdown: 4 
iS Mystic Armor: 2 Social Defense: 7 Wound Threshold: 9 Movement: 3/8* 


| Z Karma Points: 6/6 * Flying Movement Rate 
ae Windmaster Talents: Air Dance (1): 8, Astral Sight (1): 6, Avoid Blow P (1): 8, Dive Attack ? (2): 6, 
Karma Ritual (1): 1, Melee Weapons P (1): 8, Silent Walk (1): 8 
Jul r qj P Discipline talent / Requires Karma 
| ¥ Skills: Body Painting “ (2): 8, Conceal Object (2): 9, Creature Lore * (2): 7, Maneuver (2): 9, 
| Read/Write Language (2): 7—(Dwarf/Throalic, Windling), Speak Language (2): 7— (Dwarf/Throalic, Windling), Wind Dance (2): 7 
4 Artisan skill; “Knowledge skill 
; Armor: Padded Leather (Phys 4) 
te Weapons: 2 x Nailboots (Damage 5), Windling Spear (Damage 6) 
| Weapon Ranges: Windling Spear 8-16 yards/4—8 hexes 
emg Equipment: Adventurer’s Kit, Painting Tools, Trail Rations (1 week), Traveler's Garb 
Loot: 2 copper, 8 silver, and 3 gold pieces 


ho Notes: Has the windling Astral Sight, Flight, and Increased Physical Defense racial abilities. 
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WINDEING WINDSCOUT 


“Cunning beasts, crojen. The wind tells me this is a shortcut to its lair—you can smell our destination 
clearly. We should continue north. So you think we're traveling in the wrong direction? Why is that? 
Because those tracks on the ground over there told you? Would I be considered rude if I told you that 
you were wrong? Yes, I know your human tracker thinks we are on the wrong trail, that the spoor indi- 
cates our prey went south. I’m telling you that he is wrong. Don’t rely on your eyes alone—they are 
too easy to fool. Use your nose as well. Back up what you see with more facts. Use all of your senses. 

“Shall we consider what your ‘other expert’ has shown you? Have a look. Yes, the bushes are 
broken. An animal passed through here recently. And on the ground it has left obvious drop- 
pings. Crojen, the human says. Hmph. Pick it up. Use your nose. Sniff it. Does that smell like 
crojen to you? Can’t tell? I thought so. Drop that and clean your hands—we don't want to risk 
infection. Now, face north and take a deep breath. Smell the air. Filter it through your nostrils. 
Fill your mouth and taste it. Smells different, yes? Good. North we travel. Now, and in haste 
if you please. Why is that? Because those droppings aren’t crojen, they are skeorx. Probably a 
hunting pair. And while I could just fly away from trouble, I don’t like my clients to be eaten by 
wild animals simply because they ignore their own senses.” 


' DEX (17):7 STR (7):4 TOU (10): 5 
ving PER (17): 7 WIL (11): 5 CHA (13): 6 
a ‘€ Initiative: 7 Physical Defense: 11 Death: 31 Recovery Tests: 2 
" > Physical Armor: 3 Spell Defense: 9 Unconsciousness: 22 Knockdown: 4 
Ss Mystic Armor: 1 Social Defense: 7 Wound Threshold: 8 Movement: 3/8* 
; Karma Points: 6/6 —_* Flying Movement Rate 
Windscout Talents: Astral Sight (1): 8, Avoid Blow ? (1): 8, Evidence Analysis P (1): 8, Karma Ritual? (1): 1, Melee Weapons (1): 8, 
az Tracking (2): 9, Wilderness Survival ? (1): 8 Discipline talent / Requires Karma 
@ Skills: Buzz (2): 9, Creature Lore * (2): 9, Hunting (2): 9, Missile Weapons (2): 9, Read/Write Language (2): 9—(Dwarf/Throalic, Windling), 
| = Speak Language (2): 9— (Dwarf/Throalic, Windling), Wood Carving“ (2): 8 Artisan skill; "Knowledge skill 
a Armor: Leather Armor (Phys 3) 


Weapons: Windling Spear (Damage 6), Windling Bow (Damage 7), Quiver (20 windling bows) 
Weapon Ranges: Windling Spear 8-16 yards/4—8 hexes, Windling Bow 24-48 yards/12-24 hexes 
Equipment: Adventurer’s Kit, Booster Potion, Carving Tools, Trail Rations (1 week), Traveler's Garb 


Loot: 1 copper, 1 silver, and 1 gold pieces 


Notes: Has the windling Astral Sight, Flight, and Increased Physical Defense racial abilities. 
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FIRST CIRCLE €LF WOODSMAN 


“The forest is my home, and I am guardian of it and my people. Some Namegivers think that 
the Woodsman and Purifier Disciplines are similar since they both care about nature deeply. 
I assure you that they are not. The Purifier cares about nature as a whole. So do we. But 
where we separate is while a Purifier takes care of a forest, we Woodsmen also care about 
those living in the forest. 

“I must protect the forest, since if it were to be burned or cut down, my village that depends 
on it would be displaced, without a home. I must also protect the animals and the trees 
bearing fruit, for if they were all hunted down or gathered all at once, my people would 
starve. But if I do not hunt and gather, my people will also starve. Thus I must hunt, but 
never to excess, and must prevent poachers from taking game that is ours. And thus I 
must protect the trees, but also pick their fruits and harvest their lumber. Whatever I do, 
Ihave to apply good measure and knowledge to my actions. Initiate Woodsmen must be 
trained to hunt to continue to provide for my people in the future. I defend the fragile 
balance of forest life that the elves depend on.” 


4 DEX (17):7 STR (13): 6 TOU (12): 5 
PER (16): 7 WIL (12): 5 CHA (13): 6 
Initiative: 7 Physical Defense:9 Death: 34 Recovery Tests: 2 
Physical Armor: 3 Spell Defense: 9 Unconsciousness: 26 Knockdown: 6 
G) Mystic Armor: 1 Social Defense: 7 Wound Threshold: 9 Movement: 7 
4) Karma Points: 4/4 


Woodsman Talents: Avoid Blow? (1): 8, Karma Ritual? (1): 1, Missile Weapons P (2): 9, Sense Danger (1): 8, 
Silent Walk P (1): 8, Tracking P (2): 9 

P Discipline talent / Requires Karma " 
Skills: Animal Bond (2): 8, Body Painting “ (2): 8, Climbing (2): 9, Melee Weapons (2): 9, Read/Write Language (2): 9—(Dwarf/Throalic, he 
Sperethiel), Snares and Traps ¥ (2): 9, Speak Language (2): 9—(Dwarf/Throalic, Sperethiel) VW 
4 Artisan skill; KKnowledge skill 2 
Armor: Leather (Phys 3) 


Weapons: Dagger (Damage 8), Shortbow (Damage 9). Quiver (20 shortbow arrows) 
Weapon Ranges: Dagger 10-20 yards/S-10 hexes, Shortbow 30-60 yards/15~-30 hexes 


Equipment: Adventurer’s Kit, Climbing Kit, Hunting Dog, Painting Tools, Trail Rations (1 week), Traveler’s Garb, Water Skin 


Loot: 4 copper, 7 silver, and 1 gold pieces =! 
Notes: Has the elf Low—Light Vision racial ability. } 


